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that﻿ formed﻿ an﻿ online﻿ platform﻿Storyjacker﻿ (www.storyjacker.net).﻿These﻿were﻿ produced﻿via﻿ an﻿
iterative﻿ design﻿methodology﻿which﻿ involved﻿ cyclical﻿ phases﻿ of﻿ software﻿ development﻿ and﻿user﻿
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Figure 1. Gameplay structures of Game 1 and Game 2
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Figure 2. Game 1 player writes new chapter in response to challenge
Figure 3. Game 2 offers the player two alternative story segment to choose from
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[A] child first becomes able to subordinate her behaviour to rules in group play and only later does 
voluntary self-regulation of behaviour arise as an internal function. (Vygotsky, 1978, p. 90)
For﻿Vygotsky,﻿group﻿play﻿is﻿a﻿fundamental﻿activity﻿in﻿the﻿process﻿of﻿learning.﻿In﻿play,﻿rules﻿are﻿
enacted﻿collectively﻿until﻿they﻿are﻿internalised﻿by﻿each﻿of﻿the﻿players.
Games and the Creative Writing Pedagogy
Writing﻿games﻿as﻿exercises﻿are﻿a﻿common﻿feature﻿of﻿creative﻿writing﻿classes﻿and﻿workshops.﻿In﻿The 
Cambridge Introduction to Creative Writing,﻿David﻿Morley﻿explains﻿the﻿reason﻿why﻿writing﻿games﻿
are﻿so﻿important﻿to﻿creative﻿writing﻿as﻿a﻿learning﻿method:﻿they﻿are﻿a﻿way﻿to﻿develop﻿and﻿maintain﻿
writing﻿skills﻿by﻿simulating﻿normal﻿creative﻿writing﻿processes﻿in﻿a﻿focused﻿and﻿concise﻿manner:
Writing creatively can feel a little like working out logistical, even mathematical, challenges. Writing 
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Challenges of Creating Collaborative Story-Writing Games
When﻿ considering﻿ story-writing﻿ games,﻿what﻿ complicates﻿ this﻿ notion﻿ of﻿ fun﻿ as﻿ a﻿ productive﻿































students,﻿produced﻿more﻿ than﻿50﻿ stories.﻿However,﻿ this﻿paper﻿ focuses﻿on﻿a﻿collective﻿case﻿ study﻿
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Good fun to collaborate with others.
Working collaboratively meant our ideas bounced off one another, which sparked inspiration. 
Working with like-minded people helped to create an enjoyable experience.
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[R]eally interesting to help see what people think of my characters.
It was fun to see all the ways that people respond to and expand on your ideas.
I enjoyed being challenged as a writer and also seeing my own piece evolve.




one’s﻿collaborator’﻿ (p.﻿189).﻿ It﻿ appears﻿ that﻿even﻿ in﻿ these﻿short-term﻿collaborations,﻿ similar﻿ self-
reflection﻿can﻿be﻿achieved:﻿not﻿in﻿spite﻿of﻿collaboration﻿but﻿because﻿of﻿it.
Gameplay and Collaborative Story-Writing
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the﻿potentiality﻿of﻿worlds that we might write ourselves into, through, out of.﻿This﻿is﻿not﻿only﻿
reading,﻿but﻿thinking﻿of﻿writing﻿whilst﻿reading.







Figure 4. An example of the multiple story lines presented to the reader of a Game 2 story
Figure 5. Prompts pop up when the reader moves their cursor over the text
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distinct﻿ elements﻿ beyond﻿ the﻿ story﻿ itself﻿ that﻿ draw﻿out﻿ and﻿document﻿ the﻿ process﻿ of﻿writing﻿ for﻿
participating﻿students:




Table 1. Response as story reader vs. writer/reader
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The﻿meaningfulness﻿ of﻿ any﻿ story﻿ text﻿ is﻿ potentially﻿ expanded﻿ or﻿ changed﻿ by﻿ including﻿ the﻿
description﻿of﻿its﻿creation:﻿new﻿meanings﻿are﻿found﻿by﻿a﻿framing﻿of﻿the﻿text﻿with﻿surrounding﻿texts﻿or﻿




Figure 6. An example of both self-conscious prose and typographic errors
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